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ABSTRACT

This study aimed to investigate the perceptions of 30 elementary teachers at PantaoRagat Central School regarding the use of gamification as a teaching
strategy for math subjects. Through purposive sampling, 30 teachers (20 primary and 10 intermediate educators) were selected to ensure a diverse and
relevant sample with experience in gamification. The research utilized a descriptive-survey method to collect data on teachers' demographics, game
preferences, and perceptions of gamification. Analysis involved using frequency, percentage analysis, and mode to understand the teachers' views on
gamification strategies. The results reveal that 90% of the respondents were female teachers aged 36-45 with 11-20 years of teaching experience. Race Game,
Puzzle, and Bouncing Sum emerged as the most commonly used gamification strategies. The teachers expressed a positive perception of gamification,
believing in its effectiveness in enhancing student engagement, motivation, problem-solving skills, collaboration, and teamwork. They recognized gamification as
adaptable to primary grade levels, integrable into math and other subjects, and aligning well with the curriculum. This positive reception among the teachers
indicates the potential of gamification to improve student learning experiences and outcomes. The study's implications underscore the importance of
understanding teachers' preferences when implementing gamification and tailoring content for math subjects based on popular strategies. Teachers' positive
views support the integration of gamification into curriculum design, enhancing engagement, enjoyment, and personalized learning experiences. This study
highlights gamification as a valuable teaching strategy for math subjects, providing insights for educators and stakeholders interested in enhancing teaching and

learning through gamification.
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INTRODUCTION

Gamification is a strategy that incorporates elements from gaming to
non-game environments to boost engagement and incentivize desired
behaviors. These elements include points, where users earn rewards
for completing tasks or challenges, badges awarded for specific
achievements, leader boards to frack progress and foster
competition, and reward systems offering virtual coins or exclusive
content as incentives for active participation to encourage active
participation and make tasks fun and enjoyable. This strategy allows
students to see their learning as a playful process and experience.
This approach can increase learners’ motivation and engagement by
incorporating game design elements in educational environments.
People see how challenging it is to teach children nowadays.
Whenever their teacher is teaching, the students were not listening
and would instead play, or talk to their seatmates as if they were in
their own world. The students seemed more interested in playing than
studying or listening to their teacher’s discussion. If they did listen to
their teacher, it would not last long before they would start playing
again, indicating that their interest in listening was easily to lost. As a
result, their quiz scores were low or even zero. The teacher was
teaching, but the students were not focused because they preferred
to play, and that it is natural for elementary students to enjoy and love
playing. However, the problem seems to lie with the students as they
are easily distracted, unable to focus, and most importantly, lack of
interest to listen and learn.
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RESULT AND DISCUSSION

This study aimed to identify the perceptions of selected PantaoRagat
Central School teachers on the gamification as a teaching strategy.
The study focused on determining the profile of the respondents in
terms of age, sex, civil status, highest educational attainment, and
length of service and their perceptions on the gamification as
teaching strategy. The research design utilized a descriptive-survey
method. The respondents of the study were the selected teachers at
PantaoRagat Central School for the school year 2023-2024. A census
sampling approach was employed, resulting in a total of 30
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respondents. The researcher-made structured survey-questionnaire
consisted of three parts: demographic information, the games used
by the respondents in teaching Math subject and respondents’
perceptions on gamification as teaching strategy, with a scale of 1 to
3 indicating disagreement, neutrality, and agreement. These
questionnaires were distributed, and the respondents were briefed on
the study's importance and instructions. Data analysis and
interpretation were conducted using appropriate statistical tools,
including frequency and percentage distribution.

FINDING

The study's key findings include insights into the demographic profile
of respondents, with the majority falling within the 36-45 age group
and a significant representation of female The study's key findings
include insights into the demographic profile of respondents, with the
majority falling within the 36-45 age group and a significant
representation of female32 educators. Marital status revealed that
most respondents were married, and educational qualifications
showed a prevalence of Master's degree holders. Experience in the
teaching profession varied with a notable proportion having 11-20
years of service. Gamification strategies, particularly Race Game,
Puzzle, and Bouncing Sum, were commonly employed. Teachers
overwhelmingly agreed on the effectiveness of gamification in
improving student engagement, motivation, problem-solving skills,
and collaboration, indicating a positive stance towards its
implementation in math subjects. This favorable perception
underscores the potential of gamification to enhance student learning
experiences and educational outcomes, emphasizing its viability for
creating interactive and stimulating learning environments.

IMPLICATIONS
Based on the findings, the implications are as follows:

The respondents primarily comprised females aged 36-45, married,
and with 11-20 years of teaching experience. This demographic
insight sheds light on the preferences and experiences of this specific
group of educators regarding the implementation of gamification in
teaching. Popular gamification strategies among teachers included
Race Game, Puzzle, and Bouncing Sum, indicating the suitability of
these games for creating math-related gamified content. Teachers
unanimously agreed on the effectiveness of all 15 indicators related
to gamification, showcasing a positive perception of gamification as a
math teaching strategy. They believe gamification enhances student
engagement, motivation, problem-solving abilities, collaboration, and
overall learning experiences.

Teachers recognized the versatility of gamification across different
grade levels and subjects, particularly in math, highlighting its
adaptability within the curriculum. Gamification was viewed as a
means to make learning more enjoyable, stimulating, and to
encourage active anticipation in classroom interactions. Furthermore,
teachers acknowledged gamification as a valuable tool for assessing
student progress, aligning with learning objectives, and offering
personalized learning opportunities, indicating its potential to enhance
teaching methodologies and cater to individual student needs.
Overall, the positive reception of gamification among teachers
suggests its effectiveness in improving student engagement,
motivation, and learning outcomes, transforming traditional classroom
settings into dynamic and interactive learning environments.
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